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ROGUES 


Land of Spectres 


GAtLLER Y 


ITHICUS IS A DOMAIN OF SHIFTING TRUTHS, 
alluring lies, and deceptive certainties. When the domain 


first formed around Lord Soth, the dark powers taunted 


the death knight by creating an imperfect copy of Dargaard 


Keep, his home on Krynn. The place, which Soth defiantly named 


Nedragaard Keep (or “not Dargaard”), constantly recalled the world 


he had lost. 


For a creature like Soth, whose unnat- 
ural existence is linked to his crimes, the 
imperfections of the domain proved 
more than an annoyance. Unable to bear 
the domain’s flaws, he retreated from 
Sithicus into his own mind. As he did, 
the domain and its inhabitants suffered 
greater and greater torments. A plague 
swept the land. Within a year of the 
plague’s outbreak, raiding parties from 
neighboring Invidia began to cross the 
border. Invidian assassins regularly ven- 
ture into Sithicus to hunt for the Vistani 
band known as the Wanderers, a group 
led by Magda Ilyanova Kulchevich and 
her daughter Inza. 

Soon after the first outbreak of plague, 
the wild elves of the Iron Hills began to 
stage forays against their civilized kin in 
the domain’s three main cities, sowing 
chaos for its own sake. Recently, a myste- 
rious leader has gathered the Iron Hills 
bands into a force set on driving Soth 
from Sithicus. This warlord is known 
only by a symbol: the White Rose. Some 
within the domain see the White Rose as 
a savior. Most understand that common- 
ers are of little concern to a warrior 


powerful enough to threaten Lord Soth. 
Some rumors identify the White Rose as 
Kitiara. Others say the general is another, 
more threatening figure from Soth’s past. 

More directly distressing to the belea- 
guered citizens of Sithicus is the brazen 
presence of the supernatural. By the year 
752, the thirteen skeletal warriors who 
serve Soth ride the countryside openly. 
Azrael, the domain’s werebadger 
seneschal, has grown careless in conceal- 
ing his lycanthropy, and two other 
macabre figures have appeared to prey 
upon the denizens of Sithicus: the 
Whispering Beast and the Bloody 
Cobbler. 

As these factions vie for greater con- 
trol of Sithicus, Lord Soth must act or 
lose his domain. 
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James Lowder is the co-author of Spectre of 
the Black Rose, the sequel to Knight of the 
Black Rose. He has also penned several other 
novels and stories, as well as articles for 
Sci-Fi Universe and AMAZING? Stories. 


10TH-LEVEL WEREBADGER FIGHTER 


Strength: 18/91 

Dexterity: 16 

Constitution: 18 

Intelligence: 10 

Wisdom: 12 

Charisma: 12 

AC: 4 

THACO: 9 

Hit Points: 91 

Alignment: CE 

Special Attacks: Berserk frenzy 

Special Defenses: Silver or magical 
weapons required 
to hit 

Size: M (3'11") 


Nonweapon Proficiencies: Mining (13), 
Set Snares (11), Blind Fighting, Hunting (15) 


Weapon Proficiencies: Battle-ax, Short Sword, 
Hammer, Knife, Garrote, Flail 


Appearance: Azrael is a bald dwarf with bone-white mutton- 


chop whiskers that meet as a mustache. The left side of his face, 


left arm, and chest are lightly scarred from an old burn. 
Azrael’s fingers are even more stubby than the typical dwarf’s, 
making them practically useless for delicate work. Azrael is 
careless of his appearance, though on special occasions he 
sports a silken surcoat with a black rose embroidered on front 
and back. He always wears his chain of office and a pair of 
scuffed boots shod with short iron spikes. He can take the form 
of a giant badger as well as a terrifying dwarf-badger hybrid. 


Magical Items: Azrael sometimes steals magical items from 
the locals or confiscates them from unfortunate travelers. He 
quickly tires of such treasures, though, and discards them in 
the dungeons of Nedragaard Keep. The ax of speed he once car- 
ried was lost at the Veidrava salt mines in 745. Azrael has full 
use of the Lake of Sounds (detailed in Spectre of the Black Rose); 
this underground lake allows him to hear anything said within 
the domain of Sithicus. The only voices to which the lake is 
“deaf” are those of the White Rose and anyone in her presence. 


Background: Azrael’s origins lie in the vast subterranean city 
of Brigalaure, a beautiful haven of craft far beneath the rav- 
aged surface of a Prime Material world. Unfortunately, Azrael 
possessed little skill and less inclination to work hard enough 
to compensate for his lack of talent. In a fit of rage, he killed his 
entire family, an act that introduced him to his true calling: 
murder. Pursued by the local authorities, Azrael fled into the 
lightless tunnels surrounding Brigalaure. There, a voice from 
the darkness offered him great power. Azrael was quick to 
accept, finding himself “blessed” with lycanthropy. Azrael 


Azrael Dak 


never questioned the source of his powers. He assumes that 
“the dark” was behind the mist that surrounded him and 
deposited him in Ravenloft. Azrael wandered the domains of 
Forlorn and Gundarak before coming to Barovia in 720, where 
he met Lord Soth. He recognized Soth’s power and offered 
himself as the death knight's first willing soldier in the Dark 
Domains. Soth rewarded him with the title of seneschal when 
the domain of Sithicus formed. 


Roleplaying Notes: Once, Azrael was Soth’s most loyal sub- 
ject. As the death knight lingered in Nedragaard Keep, caught 
up in magical reverie, Azrael came to see Sithicus as his 
domain. With this realization came an alignment shift, from 
Lawful Evil to Chaotic Evil. He was always arrogant but is 
now supremely so. The power Azrael has assumed while Soth 
loiters on his throne has given him the opportunity to practice 
his cruelty ona large scale. He considers murder and catastro- 
phe his art and strives to be creative in the suffering he creates. 

Azrael has earned the appellation “the Sorrow of Sithicus” 
for the grief he causes the domain’s citizens. He is especially 
hard on the workers at the Veidrava salt mine, the profits from 
which he uses to fund his schemes. Strangers who have the 
misfortune of drawing the dwarf’s attention frequently end up 
in the mine. The clattering of Azrael’s two-wheeled carriage, 
armored with the teeth and fangs of his defeated enemies, is 
enough to send most Sithicans scurrying for cover. 
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Inza Magdova Kulchevich 


3RD-LEVEL THIEF/STH-LEVEL WIZARD 


Strength: 13 
Dexterity: 18 
Constitution: 13 
Intelligence: 17 
Wisdom: 16 
Charisma: 18 
AC: 4 
THACO: 19 
Hit Points: 24 
Alignment: NE 
Special Attacks: Nil 
Special Defenses: Nil 
Size: M (5'6") 


Nonweapon Proficiencies: Ancient History (16), Appraising 
(17), Astrology (17), Forgery (18), Gaming (18), 
Reading/Writing (18) 


Weapon Proficiencies: Knife, Club 


Appearance: Sixteen-year-old Inza is almost a mirror image of 
her mother at the same age—slender figure, raven-black hair, 
gorgeous green eyes. Whereas Magda was always brazen, 
however, Inza tends to be manipulative. She works hard to 
convince strangers that she is a sweet young thing, more prone 
to singing than scheming. She dresses in pretty skirts and 
embroidered blouses, but is quick to don her leather fighting 
gear if she knows a battle is coming. 


Magical Items: Inza carries Novgor, a dagger that belonged to 
her ancestor, a Vistani hero named Kulchek the Wanderer. The 
dagger +4 is a plain-looking weapon. Novgor’s edge never dulls, 
and its needle-sharp point can be used by any Vistani Thief as 
a lockpick that adds +10% to Open Locks rolls. 

Novgor is always brightly polished and seems immune to 
scratches or scuffs. In the hands of one of Kulchek’s descen- 
dants, the flat of the blade can be used to cast a color spray at 
will as long as a light source brighter than a candle is within 5 
yards. Once per week, the dagger’s mirror-bright sides can be 
used to cast an advanced illusion at the 12th level of ability but 
with a duration of one hour/level. This illusion exhausts the 
caster, reducing Strength and Constitution by half for twenty- 
four hours. Novgor likely possesses other abilities and, per- 
haps, hindrances, but Inza has yet to discover them. 

Inza also wears a special charm of life protection. This small 
silver pendant acts like an amulet of life protection with the addi- 
tional power of shielding the wearer’s shadow from capture or 
manipulation. The charm appears as a silver teardrop pat- 
terned with a twining vine that casts a small shadow on the 
wearer's flesh at all times. 


Background: Inza was born in Gundarak in the inauspicious 
year 736, on the very night Duke Gundar was assassinated. 
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Among the Vistani of her caravan, it was said that her cry of 
outrage at being slapped by the midwife was louder than the 
worst shrieking of the unearthly tempest that raged the night 
of her birth. In later years, those same Vistani would wonder 
secretly if that storm had changed the newborn’s soul. 

As the daughter of Magda, raunie and founder of the Wan- 
derers, Inza enjoys a special place in the caravan. Magda pam- 
pers her, perhaps to compensate for Inza’s missing father, who 
was murdered by Duke Gundar’s men not long before her 
birth. Despite this kindness, Inza has no respect for those 
around her and a secret disdain for most living things. She 
hides her cruelty from her mother as much as possible. Magda 
loves Inza too much to recognize her corrupt nature. 


Roleplaying Notes: Though she tries to pass herself off as 
sweet and caring, Inza is a vicious, power-hungry misan- 
thrope. She cares little for the unwritten codes of the Vistani, 
since they tend to make the individual subservient to the 
group. She also hates animals, particularly dogs, because she 
fears they can recognize her true nature. 

Inza learned her thieving skills from some of the older men 
in the caravan, but her abilities as a Wizard are from some 
unknown source in Sithicus. Whatever goal she has set for her- 
self, Inza is willing to sacrifice anyone and everyone to obtain 
it. Still, she is patient and will not reveal her motives—or her 
dark nature—until the time is right. 


SUPERNATURAL AGENT 
Strength: 12 
Dexterity: 17 
Constitution: 13 
Intelligence: 15 
Wisdom: 18 
Charisma: 17 
AC: 7 
THACO: 13 
Hit Dice / Points: 8 (62 hit points) fe 
Alignment: N 
Special Attacks: Fear aura, control undead 


Special Defenses: Magic resistance, regeneration, 
shadow walk 

Size: M (6') 

Nonweapon Proficiencies: Cobbling (19), Leatherworking (17) 
Weapon Proficiencies: Knife 


Appearance: The Cobbler is a tall figure in finely tailored 
clothes of a uniform, pale hue that is not a color so much as the 
ashen remnants after all color has been leeched away. His face 
and form are often obscured by a cloak and a wide-brimmed 
hat. When he first appears to an individual, the Cobbler often 
wears a full-face mask of padded cloth with a large hooked 
nose. The nose is hollowed and filled with roses. (Sithicans 
think this filters plague from the air.) A fine spattering of blood 
faintly stains the mask and all the Cobbler’s clothes. 

Beneath the mask, the Cobbler is a handsome young man 
with deep-set eyes and short, blond-white hair. His facial struc- 
ture suggests a partial elven heritage. Some say that the Cob- 
bler’s visage appears smooth and featureless if glimpsed in the 
instant when the mask is first removed. 


Magical Items/Abilities: The Cobbler carries a small leather 
case containing his shoemaker’s tools. The tacks, snips, small 
hammer, and even the needles and thread are wrought of pure 
silver. Like his clothes and the pale case, these tools are flecked 
with gore. All the items in the case are magical. The three 
leather—cutting blades are knives +2. 

The Cobbler can shadow walk at will to any point in Sithicus, 
though he cannot use the ability to enter the Demiplane of 
Shadow or any other plane. He can generate fear within a 5'- 
radius at will. These spells function at the 12th level of ability. 
The Cobbler has magical resistance of 50% and, if wounded, 
regenerates 4 hit points per round until healed. 

The Cobbler can exert complete control over skeletons and 
zombies in Sithicus, and he can control undead creatures up to 
6 HD as if a 5th-level Evil Priest. At wil, he can cause any dead 
person to rise from the ground as a zombie completely under 
his control. These abilities are limited to a 40'-radius area. 


Background: The Bloody Cobbler is a legend in Sithicus, a 
phantom who stalks through camp tales and bad dreams. He 


The Bloody Cobbler 


metes out rough justice to those who betray their callings. If the 
stories are to be believed, men and women who repeatedly 
refuse to walk their intended paths in life can expect a fatal 
midnight visit. With his silver shoemaker’s tools, the Cobbler 
slices the soles from his victim’s feet, killing them. He then uses 
the flesh to shod those who need only be prompted back onto a 
road they truly wish to follow. 

Until around the year 740, many assumed the stories of the 
Cobbler to be merely legend. Since that time, corpses have 
been discovered with the bottoms of their feet missing. No one 
can confirm the Cobbler’s existence, but the discovery of any 
corpse with damage to its feet fuels talk of the Cobbler, as willa 
local’s sudden change of career. Sithicans do not discuss the 
Cobbler or the Whispering Beast with outsiders. 


Roleplaying Notes: Since the Cobbler’s garb is flamboyant but 
not truly unusual for a Sithican merchant, there is nothing 
about him to draw suspicion. Indeed, he commonly introduces 
himself as “a tradesman hereabouts.” Though the blood spat- 
tering his clothes is a certain tip-off, the gore is noticeable only 
by those in close proximity, and the Cobbler allows only those 
he wants to know his identity to come so close. 

The Cobbler’s motives are obscure, but he is not above small 
acts of kindness to those he has visited in the night, or the fami- 
lies of those he has slain. He always presents himself as a cul- 
tured man of the world, dashing and sophisticated. His voice 
is soothing, a stark contrast to the fear his name engenders. 
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The Whispering Beast 


SUPERNATURAL AGENT 
Strength: 18/99 
Dexterity: 15 
Constitution: 17 
Intelligence: 18 
Wisdom: 10 
Charisma: 5 
AC: 6 
THACO: 11 
Hit Dice/ Points: 8 (62 hit points) 
Alignment: LN 
Special Attacks: Spells, disease 
Special Defenses: Magic resistance, regeneration, 

shadow walk 

Size: M (6'8") 


Nonweapon Proficiencies: Modern Languages (19), Singing (9) 
Weapon Proficiencies: Mace, Sword 


Appearance: Rumors describe the Whispering Beast as tall and 
starvation thin. Stringy hair covers his entire body, gray-white 
but matted with dirt and excrement. His arms hang down past 
his knees, ending in hands with slender fingers that constantly 
twitch and trace vulgar patterns in the air. Those agile digits 
hint at the most horrible thing about the Beast: the faint rem- 
nants of a beauty so profound it cannot be hidden by any 
amount of grime. His face, too, holds vestiges of magnificence. 
His simian skull, all but fleshless at the crown, has the high 
cheekbones of a noble-born elf. The Beast stinks of decay. He 
wears no clothes and carries no obvious weapons, only a 
grotesque necklace of thirteen human ears looped around his 
neck on a chain of fire-blackened steel. 


Magical Items/Abilities: The grim necklace worn by the Beast 
is a powerful magical item. Through any of the ears, he can 
speak to any person labeled an Oathbreaker—that is, anyone 
who has swom an oath in public, broken it, then been publi- 
cally accused of having done so. Any command the Beast 
whispers through the necklace of ears acts as a geas upon an 
Oathbreaker. The ears can also be used to speak to madmen 
other than Oathbreakers. These lunatics fully understand what 
the Beast says but are not compelled to obey. 

The Beast can shadow walk at will to any point in Sithicus and 
can generate fear within a 5'-radius area on command. He can 
cast ESP and know alignment at will at the 12th level of ability. 
The Beast has magic resistance of 50% and, if wounded, regen- 
erates 4 hit points per round until healed. 


Background: Like the Bloody Cobbler, the Whispering Beast is 
a thing of legend and rumor. Oathbreakers can hear the Beast’s 
voice, which repeats their every lie, every broken promise, and 
every dark deed. Day and night the accusations continue, until 
the Oathbreakers’ minds unravel. Eventually, the Beast 
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summons Oathbreakers to his lair for more direct torment. The 
location of this lair remains a mystery. 
The fact that the Beast doesn’t stalk every liar makes some 
dismiss the “whispering madness” as the ravings of guilt- 
wracked consciences. Some who have never been caught at 
their deception are driven mad by fearful anticipation, won- t 
dering when the whispering will start. 


Roleplaying Notes: The Whispering Beast revels in his own 
disgusting appearance. At the same time, he is smug about his 
moral superiority. He is even more elusive than the Bloody 
Cobbler and is unlikely to present himself to anyone but an 
Oathbreaker. Should characters stumble across his lair or come 4 
in contact with the Beast, they find the creature rude and pro- 
voking. The Beast assumes that all people are Oathbreakers 
waiting to be caught, and he uses his ESP ability to glean char- 
acters’ fears and play upon them with taunting comments. 

If threatened, the Beast commands his madmen to subdue 
his attackers or forestall any threat until he can escape through 
the shadows. He does not specifically endanger the madmen 
in his “care,” as he believes their fate to be worse than death. In 
combat, the Beast has three attacks. His hands cause 1 points 
of damage each, while his bite inflicts 1-8 points of damage. A 
bite from the Whispering Beast is likely to infect a character 
with a debilitating (90% ) or a fatal (10%) disease. 


